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A computer device obtains a destination of a first virtual object, and controls
the first virtual object to move toward the destination

!

In a process that the first virtual object in a virtual scene moves to the
destination, the computer device detects whether a current position of the first
virtual object meets a jump condition according to the current position of the

first virtual object

!

The computer device determines a target landing point of the first virtual
object according to a position of the destination when the current position of
the first virtual object meets the jump condition

!

The computer device detects whether there is a jump obstacle between the
current position and the destination, moves the first virtual object when there
is a jump obstacle between the current position and the destination, and
obtains a current position of the first virtual object after the movement

!

The computer device determines, according to the current position and the
target landing point, a jump trajectory of the first virtual object jumping from
the current position to the target landing point

!

The computer device controls the first virtual object to jump from the current
position to the target landing point according to the jump trajectory

S
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